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Uncharted 2: Among Thieves 


CHARACTER DESIGN 




The Art of the Uncharted Trilogy 



DRAKE 

Drake takes on a darker look in this installment, echoing 
this stage of his story. Costume design should always emphasize 
the games core idea and story in collaboration with the 
environment. We only have a few hours to tell our story and to 
connect players with what s going on, so every decision needs to 
move in that direction. Every choice needs to help tell the story. 




There are so many decisions that come into play when designing for 
video games. We were incorporating native Himalayan materials and 
styling for Drake’s winter look, and it raised several questions: How 
much color? How much accent? Does it work in-game? 
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The Art of the Uncharted Trilogy 



The second game provided an opportunity to update and improve Drakes model to make it more sophisticated and complex, from his facial design to the wrinkles in his 
clothing . For Drakes winter coat look we wanted him to identify with the local people who saved him, so having him adopt their look was a good way to make that connection. 
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The Art of the Uncharted Trilogy 


ELENA 

Developing the basic look for Elenas redesign 
took longer than expected. Finding the right 
outfit that spoke to her profession as a reporter, 
and that looked grounded and believable, 
proved difficult. Dozens of ideas were cast aside 
in pursuit of this seemingly simple look. 




series of studies of different looks for Elena to make sure her personality as an adventurous 
and persistent reporter came across and that her outfit read against her environment. 
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The Ait of the Uncharted Trilogy 



More Elena studies with several pattern and color variations and under different weather conditions. We needed a winter look that would be modern , 
in contrast with Drakes adopted native look, and would keep her identifiable during combat . 
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The Art of the Uncharted Trilogy 



LAZAREVIC 


Lazarevic is a maniacal, obsessed, 
ruthless, and cruel antagonist. We 
explored so many looks, styles, and ideas 
to evolve his identity and look. How 
military? Whats too much? How 
ruthless? We needed players to feel a 
certain, immediate fear and revulsion 
when they saw him; they need to know 
they are in trouble. That’s how you 
produce clear storytelling. 






We tried a lot of quasi'Russian looks to get across Lazarevics backstory. Ultimately we settled on an alRblack motif 
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The Art of the Uncharted Trilogy 







A few ranks ofLazarevics men , with varying levels of vulnerability. 
More armor means enemies who are harder to defeat, a simple concept 
but difficult to make work in-game. The first attempts were nearly 
invisible—hard to see and hard to attack—but eventually we got there. 
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The Art of the Uncharted Trilogy 



TENZIN 


Tenzin is a brave Sherpa who saves Drake from rhe train wreckage, helps 
him ro navigate through the dangerous ice caves, and fights alongside him 
against Lazarevics men, Tenzin is armed with a Nepalese machete called a 
Kukri, since we wanted to represent him as a capable character who can 
fend for himself. We wanted a rugged-looking character whose abilities 
match Drakes, so we designed his costume to be as flexible to his 
animation as possible. That also meant no capes or long robes, which 
would have been problematic with animation at the time. 
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SCHAFER 

Karl Schafer was an old German Nazi who was part of an early expedition 
to uncover the secrets of Shambhala. We dressed him in traditional 
Nepalese clothes to make him look like he has adopted the simple ways of 
the village, as he has been living there for decades. He is modeled with so 
much detail because there are so many close-up shots of his face and body. 
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GUARDIANS 


We tested a huge number of approaches for 
what the Guardians would look like, from 
thin and strung out to beefy and thoroughly 
raid-rage looking. The influences ranged from 
rock stars to wrestlers and ethnicities from 
Nepalese to Eastern Indian and beyond. 



The Guardians have eternal life, but the sap that granted it eventually corrupted them. They degenerated into ritualistic barbarians. 
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Early exploration of the 
Guardians’ monster suit. It 
was important to figure out 
how the suit would fit their 
bodies to make them look like 
real monsters , rather than 
people in a fake suit. 
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The Art of the Uncharted Trilogy 



We started the design with a 
monster that the suit was meant 
to evoke, then worked backward 
to figure out how the Guardians 
would construct it from their 
primitive supplies. It was a sort 
of reverse engineering. 
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Uncharted 2: Among Thieves 


ENVIRONMENTS 




The Art of the Uncharted Trilogy 
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Drake meets Chloe in a cheap, dingy motel in the Mediterranean. The dirty room was designed to reflect the situation these two ex-lovers now find themselves in. 
This is not a four-star joint. Right: The beachside bar is part of the hotel scene, and is intended to be more rustic and remotefor a secret meeting. 


80 j Uncharted 2; Among Thieves—-Environments 







































































The Art of the Uncharted Trilogy 
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The Art of the Uncharted Trilogy 
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distinct Ottoman architecture. Beneath the museum is a astern that was converted into a sewer. 


museum 
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The Art of the Uncharted Trilogy 
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The Art of the Uncharted Trilogy 



The swamp was exaggerated to look almost like a prehistoric landscape , with big trees, thick vines, and root systems. 
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The Art of the Uncharted Trilogy 




We did several studies to determine what kind of trees to use. We were attempting to make them more bulbous, with a sickly look. 
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The Art of the Uncharted Trilogy 
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The Art of the Uncharted Trilogy 



In designing the swampy we were inspired by artist Frank Frazettds trees. We liked the twisted vines and roots that wrap around rocks and sink into the water ; 

These concepts ivere draw-overs from the actual game mesh. 
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The Art of the Uncharted Trilogy 





We studied several styles ofarchitecture of the Nepalese and figured out how buildings would look after battles took place in them. 
From the materials and construction aspect, how would the buildings look if it was destroyed by a rocket launchers' Or how would it react to 
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The Art of the Uncharted Trilogy 






We studied several interior designs and wanted to combine water features > natural lighting, and fire. 

We wanted the light to bounce off the colors ofthe gold and old stone to create a more dramatic environment\ 
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The An of the Uncharted Trilogy 




The mask puzzle was particularly challenging, because we had to design a way to climb on the mask so that players could solve the puzzle. 
We used a large amount of reference to create three distinct masks. 
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The Art of the Uncharted Trilogy 



The train is fang, and we needed to design cars that would provide variety in shape and color, as well as gameplay options. 
The gameplay needed to allow players to climb on the sides, walk on top of and inside cars, and take cover at different areas. 
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The Art of the Uncharted Trilogy 








The train yard and 
warehouse are in a remote, 
Industrial Revolution-era 
town, that once held many 
manufacturing plants and 
factories. We looked at several 
train yards from Middle 
America and the former 
Soviet Union. 


We wanted to make this area 
as cold and hard surfaced as 
possible, to contrast it with 
the beautiful, natural 
landscapes encountered on 
the following level. 
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The Art of the Uncharted Trilogy 


We wanted to combine the train yard 
with various industrial elements, and 
we designed several structures based on 
old steel and coal plants, The level was 
originally planned to be much larger, 
since it had a lot of possibilities, but it 
was eventually chopped down to what 
it is in the game. 


The next levels after players get on the 
train replace all the hard surfaced 
buildings with towering mountains, 
lush jungles, and waterfalls. 
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The Art of the Uncharted Trilogy 
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The Art of the Uncharted Trilogy 



The train battle went through several environments, to give players a sense of distance and scope. 

As the battle continues, players will notice the transition from a cold, snow-covered mountain range into a lush bamboo forest in the lowlands , 
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We experimented with several gameplay scenarios, like a trailer full of lags being shot loose, or a shootout taking place inside a train car 
with a bunch of livestock and blowing feathers everywhere, A standout was the vertical gun battle while the train hangs off a cliff 
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The Art of the Uncharted Trilogy 



Drake encounters the train-wreck level while wounded. We made an effort to simplify the shapes here, to help players navigate through 
the wreckage and lead them to doors using light effects and movement like smoke and flapping flags. 
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Because the gameplay goes on rooftops, balconies, cliff edges, and basements, it was necessary to flesh out the construction of the village structures. 
We needed to see how these places would look, so we developed a lot of different concepts. 


The Art of the Uncharted Trilogy 
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The Art of the Uncharted Trilogy 
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The Art of the Uncharted Trilogy 


The first time Drake visits 
the mountain village, players 
see a peaceful community 
and colorful homes. To set the 
tone, the epic mountain 
range enjoys perfect weather 
conditions. This visual 
provides a peaceful 
atmosphere that serves as 
stark contrast to Drakes 
second visit to the village. 


All of the basic tools and 
furnishing.s of the villagers 
were carefully designed and 
iterated to play up the 
characteristics of the village. 
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The Art of the Uncharted Trilogy 
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The Art of the Uncharted Trilogy 
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In creating the mountain pass , we combined elements of snow, ice, and rock and experimented with different angles and shapes to define and illuminate the path players would follow. 
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The Art of the Uncharted Trilogy 
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The Art of the Uncharted Trilogy 





We incorporated 
these giant statues 
throughout the temple 
level placing them 
under rocky cliffs and 
using them as pillars. 
Each statues design had 
to include a transition 
from peacefid to evil. 



5th 


5th 


The first statue on the left displays its peaceful state, while the central image shows the moment of transformation as the sections rotate, 
giving way to the evil version on the right, which reveals a different personality while maintaining the same silhouette. 
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The Ait of the Uncharted Trilogy 




These gigantic rotters are fortune wheels that we exaggerated to fit a traversal puzzle . 
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The Art of the Uncharted Trilogy 


The temples central chamber W{is designed to highlight the importance of the Chintamani Stone , which the central statue guards in his hands. 
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Hie Ait of the Uncharted Trilogy 



When Drake returns to the village, 
it is under attack. To emphasize the 
change from the first visit, which 
was characterized by a colorful, 
sunny palette, this time the skies 
are gloomy and overcast, with an 
overture of fire and smoke to lend 
urgency to the danger. 
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The mountain chase is a fast-paced level that needed to be designed to give players a glimpse of the Gompa every now and then as Drake progresses up the dangerous mountain pass. 
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The Ait of the Uncharted Trilogy 



This scene is from the falling bridge in the Gompa level and was eventually used as the cover of a book on Uncharted 2. 
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The Art of the Uncharted Trilogy 



The Gompa is a monastery where monks guard the secret gateway to Shambhala. 

Filled with intimidating statues, it is generally uninviting, yet intriguing enough to be enticing. The design needed an almost haunted feel to it. 
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The Art of the Uncharted Trilogy 




Many of the architectural elements of the Gompa level had to be adapted to suit gameplay requirements, like providing cover and ledge grabs for traversals, 
This added difficulty to the goal of maintaining the authenticity of the architecture. 
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The Art of the Uncharted Trilogy 



A multitude ofdeity statues were designed to be 
integrated into the level to add mysticism to the 
environment Many of these deities were inspired 
by our interpretations of actual mythology. 
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Early studies of an actual Gompa were made to provide designers with inspiration on ways to integrate the space into the game. 
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The Art of the Uncharted Trilogy 
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The Gompa design drew direct inspiration from a real-life Gompa called Tigers Nest monastery 
in Bhutan. We exaggerated the structures by making the towers higher and connecting them 
through fragile suspension bridges. We added waterfalls and sheer cliffdrops. 
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The Art of the Uncharted Trilogy 


The Sbambhala vista reveal was probably the most important concept art we made. It needed to be that elusive, magical paradise. 
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The Art of the Uncharted Trilogy 
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The Art of the Uncharted Trilogy 
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The Art of the Uncharted Trilogy 
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We made several studies to ensure the architecture authentically represents ancient ruins . We took inspiration from Angkor Wit temples in Cambodia, where roots cover the structures. 
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The Art of the Uncharted Trilogy 







Early visual design for the Guardian’s Lair, evoking a society that still held onto some rituals but had degenerated into more primal practices. 
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The Art of the Uncharted Trilogy 
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Studies envisioning what the sap pool under the tree of life would took like. This is the setting for the final boss fight with Lazarevic. 


Uncharted 2; Among Thieves*—Environments | 137 
















138 | Uncharted 2; Among Thieves—Environments 






















Uncharted 2: Among Thieves 


DRAKE'S JOURNAL 




The Art of the Uncharted Trilogy 


DRAKE’S JOURNAL 

Drake’s journal is one of the hardest things to conceptualize in each game. It has to look hand drawn, consistent in style, impromptu, and 
informative, and has to give correct clues. The journal is usually the last thing to go into each game, since all the clues and puzzle solving 
need to be done before we can generate art that represents those ideas. The journal also had to be historically accurate, so all those details 
and design drawings needed to be thoroughly researched, then drawn to look like they came from the same hand. 
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